


ARCANE TRADITION - AZORIUS LAWMAGE 


AZORIUS LAWMAGE 


The wizards of the Azorius Senate form the core of 
Ravnica’s judiciary system. These lawmages devote their 
arcane skill to the enforcement of Ravnica’s laws and 
maintaining their guild's view of order, justice, and the 
status quo across the plane-spanning city. 

The lawmages of New Prahv are trained in advanced 
methods of abjuration magic, used for subduing those who 
are caught breaking the Azorius' laws. The primary tool at 
a lawmage's disposal is the power to create arcane 
shackles, restraining foes for arrest and trial Some 
lawmages powers go even further, gaining the ability to use 
arcane legislation to prevent foes' attacks, and even 
combining this with summoning shackles, preventing an 
assault and arresting the perpetrator in the process. 


BONUS PROFICIENCIES 
Starting at 2nd level, you gain proficiency with heavy armor. 


LAWMAGE 

Beginning when you select this school at 2nd level, the gold 
and time you must spend to copy an abjuration spell into 
your spellbook is halved. 


DETAIN 
Starting at 6th level, you learn how to form Arcane shackles 
to restrain your foes. Up to 5 times per long rest, you may 
choose to detain a creature within 30 feet of you as an 
action. The target must make a Strength saving throw with 
a DC equal to your wizard spell save DC. On a failed save, 
the target is restrained for as long as you concentrate on 
this ability, up to 30 minutes. The detained target may 
repeat the save at the end of each of its turns or whenever 
it takes damage, ending the effect on a successful save. 
This ability functions in the same way as spells with a 
concentration duration, and ends in the same manner, as 
explained in the box below. 
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CONCENTRATION 


Rules for concentrating on spells can be found 
on page 203 of the Player's Handbook. The 
concentration ability (Detain) presented by this 
class works in the same manner, in that it cannot 
be used at the same time as another ability or 
spell with concentration in its duration (until 
14th level, when this is allowed by the 
Lawmage's Mastery ability). 
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NULL AND VOID 

Beginning at 10th level, you may cast counterspell as a 
reaction to any action performed by another creature, 
instead of just spells. If you do, your counterspell can 
counter the action as if it were a spell In this situation, the 
target must make a Wisdom saving throw with a DC equal 
to your wizard spell save DC. On a failed save, the action is 
countered and the creature cannot make that action this 
turn (but may still make other actions), on a success the 
counterspell has no effect. 


OBJECTION SUSTAINED 

Beginning at 14th level, whenever a creature fails a saving 
throw caused by a spell you cast that does not deal damage 
to the creature, or whenever you counter a spell that a 
creature is casting or ability that a creature is using, you 
may immediately use your detain feature on that creature 
without using an action. Your detain ability can now be 
maintained on up to three targets at any one time. 
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